For me, the most striking exhibit was "De-Centering: Global Electronic Literature," which featured work from nations that have traditionally been underrepresented in ELO shows and collections. Even the title "DeCentering" invoked this exhibit's comparison to the de facto "center" of e-literature in western European and North American traditions. The exhibit's historic reach back to Peruvian, Polish and Russian computational artists in the 1970s and 80s actively "decentered" the axis on which much of the e-literature canon spins. hyperrhiz.io/hyperrhiz14/commentary/1-berens-five-shows.html 4/13
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Figure 1: 'Badly Wrapped': one of José Aburto's 'Small Poetic Interfaces.' Readers pull a string to activate the screen interface, a remediated typewriter.
From Perú, José Aburto's four "Small Poetic Interfaces" brilliantly invite navigation without use of screen or keyboard. 3D-printed, colorful plastic boxes housed the interfaces, which you can glimpse in the image. My favorite was "Scream," which would produce a poem only if the reader could shout into the orange box with suf cient volume and breath. 
HYBRIDITY AND SYNESTHESIA
Lydgalleriet, Bergen's sound gallery, hosted the movement-intensive "Hybridity and Synesthesia" exhibit featuring works that appeal to our senses of touch, sound and sight. Many of the works allowed for multisensory exploration and physical play. Joellyn Rock and Allison Aune's "Fish Net Stockings" allowed visitors to dance with silhouettes of mermaids against a backdrop of vivid jewel-toned colors and eeting text streamed via a Twitter hashtag. Children passing the gallery's picture window on this busy street in the arts district stopped in to dance with the mermaids. The multidimensional poetry made by these human/nonhuman dancers, punctuated by the text projected atop them, made for a more embodied kind of "generated" poetry where the live text juxtaposed against movement and color made for serendipitous accidents of meaning.
Anastasia Salter and John Murray's "From Beyond" ushered guests into a curtained and dimly-lit nook, where they encountered a wooden planchette as the interface for this Twine-based hypertext story about the supernatural. Readers -as if communicating with the dead via the Ouija board -can move the planchette on the carved wooden box to indicate "YES" or "NO" answers to the prompts on the screen. These choices accumulate into a story experience that lets readers ruminate on the "ghost in the machine," a ghost that readers themselves embodied through their own physical interaction with the work. Movement was required to experience Caitlin Fisher and Tony Viere's augmented reality work "Mother/Home/Heaven," which uses iPad cameras as magic mirrors to view ordinary objects supplied by
Fisher that then pop visually and aurally rich augmented reality vignettes. Culled from nineteenth-century Canadian pioneer diaries, the AR was triggered by interaction with familiar objects one would nd in a general store. Traveling from York, Canada, Fisher and Viere brought photographs of the nineteenth-century objects rather than lug those objects to Bergen. The images were hung on the walls and on the gallery's picture window. It is always a kind of pleasant dance to gure out exactly how to align the camera with the AR tags on the object so that it can be read; in this sense, the "work" of reading is to collaborate with the machine, angling the tablet so that it will yield story. This stands in stark relief against the human network conjured by the general store, and the actual people gathered around them inside the gallery.
Mez Breeze and Andy Campbell's #CARNIVAST, and Julie Vulcan and Ashley Scott's RIMA explore opposite ends of how words spatially shape human experience. In #CARNIVAST, Breeze and Campbell's codepoetry app creates word-structures as inhabitable one can touch, meld, and explore. #CARNIVAST was exhibited on a laptop set on pedestal near the doorway, a textual portal literalized in its placement near the door. RIMA are overt in RIMA, but in #CARNIVAST, with its blooming walls made of quickly shifting words, the con nement of "meatspace" (carne) juxtaposed against the "vast"ness of our information-saturated virtual spaces also suggested the dif culty of extracting oneself from the worlds we make of virtual words.
Characteristic of Phillipe Bootz's mischievous sense of humor, "Play Music for My Poem" asks readers to divide their attention between playing a game that triggers music, and watching a second computer that "hears" the music triggered by the game one is playing. In response, the second computer composes a poem.
Bootz's trick is that the quatrain printed by the music-listening computer is algorithmically generated, not responsive to the player's ability or inability to execute the game well enough to trigger a song. The dramatic scene exploits liveness and co-presence, things that reading alone wouldn't yield. As ever, Bootz is deft at writing "simple" poems that evoke strong emotions (in this case, anxiety, thrill, and pride), experiences heightened by the gallery spectacle of the human/machine performance.
THE ENDS OF ELECTRONIC LITERATURE
The beautiful vessels arriving to and from the Port of Hamburg. As the vessels move they act as writing tools to reveal a string of text creating calligramatic forms of information, which are then fed into Wikipedia, where the vessels' names generate a remix of text blending factual information about the vessels with characters in literary works, plays and mythological stories. One traces these elegant stories with a nger on a tablet, "traveling" virtually with these cargo ships as they move through real water and imagined depths available via Wikipedia. My own collaborative feminist ecopoem "RestOration: Kalfarlien 18," co-authored with Kerstin Juhlin, Alicia
Cohen, and Eva P tzenmaier, featured a large, functional e-waste sculpture and a hypertext poem, a sound installation and a tablet game all centered on the gentle decay of an historic Bergen house located at Kalfarlien 18. This home is juxtaposed against a backdrop of global warming's effects on Bergen's sea levels, rapid cycles of tech obsolescence, and e-waste dumps. De-commissioned UiB computer screens, keyboards and wires made an e-waste re ecting pool, where guests' faces, captured by an iPad camera, were mirrored onto the functional e-waste screens. P tzenmaier's haunting, movement-triggered sound installation, hidden in the bookshelves, evoked an eerie sense of an old house and its media archeology, such as the hyperrhiz.io/hyperrhiz14/commentary/1-berens-five-shows.html 8/13
scratchy 33PM album that played stormy noises, and the sound of a plastic pen trailing across piano keys.
Juhlin's tablet game, physically set in a nineteenth-century wooden frame, featured the esteemed architect's house plans as a navigable space, and included playable decorative arts from the home. Abraham Avnisan's "Collocations," a beta version of which débuted at ELO 2014, is a palimpsest experienced on a tablet. Using essays by Einstein and Niels Bohr as source texts, the poem reads how the reader manipulates the tablet's position in space, bolding some words in the source texts and fading others to make a dynamically-generated visual poem.
Chessbard, by Aaron Tucker and Jody Miller, takes the input of the algebraic notation for a chess game in .PGN format (digital le format for archived chess games) and outputs a poem. Tucker wrote twelve source poems, six for black piece and six for white. The reader's experience of playing chess against the machine triggers a word from Tucker's source poems, which then get compiled into a poem made by the chess player's moves.
Encyclopedia used a card catalog as an interface for gathering information about species extinction. This ecological work by Johannes Heldén and Håkon Jonson generates unique entries about ctive animals and was given away as one-off printed index cards to visitors of the exhibition.
KIDS' E-LITERATURE
The Bergen Public Library hosted the Kid E-Lit show, which brimmed with little ones as they darted between the exhibit's two levels when I visited on opening night. The highlight of this show was the Typomatic, a photobooth where guests sit in a curtained chamber, enter in any word of their choice using a tablet screen, and watch as the Typomatic cuts it in two, making clever "mi-mots," half words blended to make new word associations from those same letters. It then prints out a scrap of paper with the mi-mot that readers can grade-reader hypertext series "Mrs. Wobbles and the Tangerine House," illustrated by Brian Gallagher.
A collection of Nordic-languages e-literature for kids -two from each country -demonstrated the strong work in Nordic countries in thinking about how to feed kids' appetites for interactive storytelling. "Simogo," Abril Hernández, Mario Aznar, émilie Barbier, Leja Hočevar and Luis Javier Pisonero worked together in producing a story dealing with the inef ciency of language and the aesthetics of frustration both through the content and the form.
INTERVENTIONS: ENGAGING THE BODY POLITIC
The nal exhibit to open, "Interventions: Engaging the Body Politic," was in the crown jewel of settings.
Nestled on the banks of Puddefjord, west of the Nordnes peninsula, USF is Bergen's premier arts and cultural complex. More than 100,000 people visited USF in 2015, and in 2016 USF announced a major, anonymous donation that permits it to rent exhibition space to artists free of charge for the next three years. This level of prominence for an e-literature show revisits and forti es the claim for e-literature as public art.
Shy Nag, the code opera authored by Chris Funkhouser, Sonny Rae Tempest, and director Louis Wells, made its international début in USF's theater space. Funkhouser and Tempest applied "a series of intensive digital Translate, Microsoft Word, and other programs to derive a theater script that is a mix of fabrication and algorithmic processing. Wells coaxed human con ict and resolution from the absurdist lines. The actors (I among them) rehearsed a couple times, learned basic blocking, and read from scripts. An appreciative audience seemed to enjoy the Dadaist humor. oating in the environs and viewable from an iPhone strapped to a ping-pong paddle. A rose tattoo on Morrissey's right bicep was a tagged site when the group arrived at the Festplassen. The piece culminated in 
CONCLUSION
The ve Media Arts exhibits organized and produced by Scott Rettberg and Roderick Coover delivered electronic literature to new audiences in aesthetically gorgeous, evocative settings during the conference and well after it ended. Those exhibits were created for literate and intellectually curious Bergensers who savor internationalism and respect art as a key mechanism to foster global dialogue.
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